Goblin Punch's Tables for Death and Dismemberment 



This system assumes that hit points are more like don't-get-hit points. As soon as a character is dropped to 0 HP, any 
excess damage is considered lethal damage, and goes straight into horrible mutilations and deaths. When a character 
takes in excess of what's sufficient to drop them to 0, the DM first rolls to see how bad it is. 

Severity = ld8 + excess damage + number of existing injuries, if any 

If the Severity is 13 or greater, don't go any further. That character is instantly dead, messily so. Narrate their demise 
and let them make some memorable last words. If the character is still alive, remember the Severity and then roll to see 
where they got hit. 



Hit Location 



1 


L Foot 


11 


Torso (Groin) 


2 


R Foot 


12 


Torso (Groin)** 


3 


LLeg 


13 


Torso (Kidney)** 


4 


R Leg 


14 


Torso (Guts) 


5 


LHand 


15 


Torso (Liver) 


6 


R Hand 


16 


Torso (Spleen) 


7 


L Forearm 


17 


Head (Neck) 


8 


R Forearm 


18 


Head (Neck)* 


9 


L Upper Arm* 


19 


Head (Nose/Ear)* 


10 


R Upper Arm* 


20 


Head (Eyes) 


*lf the attacker is significantly smaller/shorter than the defender, replace these with L and R Feet. 


**lf the defender has wings or a scorpion tail or something, replace these with the new anatomy. 



Now look up your Severity and Hit Location in the Death and Dismemberment table below. 



Severity 


Death and Dismemberment 

Hit Location 






Foot Leg 


Hand Arm 


Torso 


Head 


1-3 


Scratch. 


4 


Prone. Scratch. 


Disarmed. Scratch. 


Winded. Scratch. 


Dazed. Scratch. 


5 


Disabled until rest. 


Gored until rest. 


Concussed ld6 rnds. 


6 


Disabled ld6 days. 


Gored ld6 days. 


Concussed ld6 days. 
KO'ed ld6 rnds. 


7 


Disabled 2d4+4 weeks. 
Lose ld3 finger/toes, if applicable. 


Gored 2d4+4 wks. 
In ld6 rnds: Dying. 


Concussed 2d4+4 wks. 
KO'ed ld6 minutes. 


8-12 


Severed. Dying. 


Crushed. Dying. 
Gored 2d4+4 wks. 


Smashed. Dying. 
Concussed 2d4+4 wks. 


13+ 


Instantly dead. Ignore hit location & describe however is appropriate. 



NOTE: Every injury you are suffering from gives you -1 to all d20 rolls. So if you have a broken leg (Disabled leg 2d4+4 
wks), you move at half speed AND get a -1 penalty. If you get Gored on top of that, you have a -2 penalty. 



Scratch: Nothing except the basic injury penalty: -1 to all d20 rolls until you rest. Examples: gashed forehead, punctured 
cheek, dislocated pinky. 

Prone: You're on the ground. 

Disarmed: You drop whatever you were holding. If you were holding something in both hands, you have a 25% chance 
to drop it. Examples: sliced fingers, cracked wrist, impaled bicep. 

Winded: You get -2 to AC and all physical-based d20 rolls until you spend a round catching your breath. This overlaps 
(does not stack) with the Scratch. Examples: knee to the groin, air knocked out of you. 

Dazed: You take no actions on your next turn. You're not prone or helpless. Examples: cracked on the head, stabbed in 
the windpipe. 

Disabled: Leg/foot = limp Vi speed. Hand = you can still strap a shield to your forearm. Arm = your other arm is 
probably still fine. Examples: twisted ankles, broken arms, arrow to the knee, torn rotator cuffs. 

Gored: -1 maximum HP for every HD you have. Examples: blood loss, cracked ribs, punctured lung. 

Concussed: 25% spell failure chance and -2 to all mental d20 rolls. You might also talk funny and suffer minor memory 
loss/disorientation, depending on your GM. 

KO'ed: You're unconscious! 

Severed: The limb is permanently disabled (see above). Examples: pulped foot, pulverized femur, severed hand w/ 
wrist stump comically shooting blood. 

Crushed: You are Gored for 2d4+4 weeks and must also make a save or permanently lose 1 point of Str, Dex, or Con, 
(determined randomly). Then roll a d6. 1: paralyzed from the waist down. 2: paralyzed from the neck down. If you are 
paralyzed, you get a saving throw to recover after ld6 days and another saving throw after ld6 weeks (if you fail the 
first save). Examples: broken spine, nerve damage. 

Smashed: You are Concussed for 2d4+4 weeks and must also make a save or permanently lose 1 point of Int, Wis, or 
Cha (determined randomly). Then you have a 2-in-6 chance of lapsing into a coma. If you are in a coma, you get a 
saving throw after ld6 days to recover, and another saving throw after ld6 weeks (if you fail the first save). Examples: 
anything that involves visible brains. 

Dying: You are unconscious, unless you got this result from a limb injury— in that case you can make a save every round 
to stay awake. When this injury is treated, make a save or die with a -1 penalty for every round that you've spent dying. 
If the treatment includes pouring booze down your throat, you get +1 to this check. If you live through this, you wake up 
in ld6 minutes. Alternatively, if no one comes to treat your injury, it has a l-in-6 chance to treat itself, and you wake up 
at the same time (ld6 minutes). 

Dead: You're dead. No save. 

DM's note: This is a lot of trouble to go through for an NPC or monster. I'd say that if a non-PC drops to 0 HP, just give 
them a flat-out 50% chance of dying. If they live, just give them the Gored and Dying conditions. 

Player's note: You don't have to fight until you're dead. Sometimes the best course of action is just to lie there and wait 
for the medic. And if you surrender to the ores you might get to escape from them. 



Non-Lethal Damage 

I figure trying to knock an ore out with a club is a lot like trying to kill an ore with a club, at least at first. After smacking 
him in the guts with a few times and cracking his wrist, you either try to bash his head in or delicately drub him around 
the temples a bit, depending on your objective. 

So, under these rules, non-lethal and lethal damage are treated the same, at least until the character gets to 0 HP. 
If you are doing non-lethal damage and your opponent is dropped to 0 HP, make the Severity check as as normal. . . 

Severity = ld8 + excess damage + number of existing injuries, if any 

. . . and then look up the result on the Bonks and Boffos chart, below. (Hit location doesn't matter.) 



Severity 


Bonks and Boffos 


1-4 


Scratch. 


5-6 


Unconscious ld6 rounds. 


7+ 


Unconscious ld6 minutes. 



Optional Bonus Rule: One-handed bludgeoning weapons can do non-lethal damage as easily as lethal damage. 
All other weapons do half as much damage when used non-lethally. 



-From the pen of Arnold Kemp, 2013 



